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THE POWERS! 


RohoWarrior! Depth... 
cilillenge... mystery... electronic 


to the limit. 


He, e’s the game Jaleco created as the answer to 
wh at players have been asking us for... 

challenge...complexity...mystery...action. 

D %tined to inspire a cult of its own, RoboWarrior delivers 
depth of play that takes the Nintendo Entertainment System 0 
Player to his outermost limits. 

With 57 stages of play, 12 weapons, 14 enemies, 7 Lords, 

6 extra p 0 we rs, a room full of idols, treasures, golden keys... 
and mr jrej RoboWarrior is set on a man-made planet where the 
human population has been driven underground by an evil, 
powerful arm y of marauders. 

Ro boWarrior places heavy demands on the player's memory 
a ? d Problem-solving ability, as well as his aptitude for dealing 
with Complexity. 

If challenge and complexity are what you're looking for, then 
Robbwarrior is the game for you. Ask for it at your favorite 
vide 0 game ' ' 


Why RoboWarrior is so exciting! 
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THE ENEMIES 


THE LORDS! 


ROOM OF IDOLS! 


MB 


THE KEY! 


THE CHALICE 
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THE PACES EEEINE TEE PHONES PINES § 

Has a video game ever gotten you completely stumped? In this article you’ll 
not only meet the people who provide such valuable information for free, you’ll 
also learn the do’s and don’ts of how the services work and how to get your 

THE BEST (AND WORST) OE 1989 16 

What did YOU think was the best game of the year? What was the worst cart 
did look at Electronic Gaming 1989. 

THE 1C-BIT PEVOLHTION 7 3 


1989 was finally the year that Americans got to witness the debut of true 16- 
Bit technology in their home video games. In this special reprint, we examine 

of the systems of tomorrow. 


THE 1989 VIDEO GAME BUYER'S GUIDE DIRECTORY 

Back to the Future 40 

Bad Dudes 22 


Baseball Simulator 1.000 

Batman 

Blazing Lazers 

Captain Silver 
Castlevania 
Castlevania 3 
China Warrior 
Chips Challenge 
Cloud Master 
Double Dragon 2 
Demon Sword 
Fighting Street 
Forgotten Worlds 
Friday the 13th 
Gain Ground 
Gauntlet 3 
Ghouls and Ghosts 


Golden Axe 
Gradius 69 

Hyper Lode Runner 68 

Keith Courage in Alpha Zone 22 
Last Battle 63 

Legendary Axe 16 


Ninja Gai Den 2 
22 Ninja Golf 

36 Nobunaga’s Ambition 
18 Phantasy Star 

22 Phantasy Star 2 

52 P.O.W. 

68 

44 River City Ransom 

69 Robocop 

26 Sentinel 

57 Spell Caster 

72 Super Shinobi 

46 Super Mario Land 

26 Super Mario Bros. 3 

32 Super Monaco GP 

16 Super Thuder Blade 

61 Taboo 

22 Tennis Ace 

61 Tetris 
72 

16- Thunder Force 2 

22 

62 
61 


Willow 

Wonder Boy 3 
World Class Baseball 
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GAMES, GAMES, GAMES!!} 


Welcome to the second edition of the Electronic Gaming Monthly Video 
Game Buyer’s Guide! In this special 1990 issue you’ll find dozens of reviews 
on all of the hottest and most talked-about games of the year! You’ll also 
find sneak peeks and first looks at some of the most radical carts coming next 
year, including never-before-scene screen shots of Castlevania 3, Super Con¬ 
tra and Ninja Gai Den 2 for the NES, Gradius, Castlevania, and Lock-n- 
Chase for the GameBoy, and incredible scenes from the most power-pack¬ 
ed carts coming for the Genesis and TurboGrafx-16. 

In addition to these previews and reviews, we’ll also recap many of the ex¬ 
citing events of the year and award top honors to those games which dis¬ 
played superior quality in our "Best and Worst of 1989" special. Find out if 
your favorites match ours in this no-holds-barred look at gaming in ’89! 

And for those of you who are still contemplating the purchase of a new 
machine, we’ve compiled and updated many of the stories we’ve run on 16- 
Bit and other advanced game machines. You’ll also find info on the hand- 

Its been a great year for electronic gaming, and everything indicates that 
1990 will be even better! You can be sure that EGM will be there every step 


THE EGM REVIEW CREW 

STEVE 

The main man around the halls of EGM, our editor-in-chief can cut through 
an alien horde and type 80 words-a-minute with ease! Steve favors shooters 
and good action/adventures (he rates Blazing Lazers, Ghouls and Ghosts, 
and Double Dragon 2 as his favorites) to RPGs, but he's beginning to real¬ 
ize the real fun in a good quest. 

ED 

The oldest gunslinger in the EGM Wild Bunch, Ed enjoys breaking down 
RPGs and especially enjoys a good Sega cart. He currently is tackling the 
Genesis carts and is awaiting the 6-meg masterpiece, Phantasy Star 2. 

DAVID 

EGM's associate editor enjoys carts that require strategy and puzzle-solv¬ 
ing as well as fast-action reflexes. His current favorites are Tetris for Game¬ 
Boy, Ultima on the NES, and Dungeon Explorer for TurboGrafx-16. 

JIM, MARTIN, AND DONN 

The resident game pros in the EGM offices have what it takes to blast 
through any game that comes along. From the most sophisticated RPGs 
to the most mindless shooters to the most intricate action/adventure games, 
this trio of video champs have racked up more points and completed more 
titles than any other group of gaming professionals on the face of the planet! 
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GET THE TITLE THAT JUST 
. MIGHT nmYEWCRAZY! 

You rang. 



Hot News for Hot Shots! 

Get the inside track on SunSoft games in the 
FREE SunSoft Game Time News. 


Fester’s Quest takes the skeletonsoi 
of the closet for a trip to outer space. 

If*;s|ace games" are your thing; here sjpspaciest 
one yet! With Lurch, Pugsley, Thingjpf the rest of 


|9Sffle,andthe! 
leave you howling, 
self how much 
be. Get “Fester's Q 
favorite dejifrnow 


TITLEHOLDER! 


lail to: SunSoft, P.O. Boi 2390, Libertyville, 







IMSFMSES BiM© 
THE FTONE UIMES 


Has Ultima got 
you stumped? 
Having problems 
getting Simon 
through the 
Castlevania quest? 
Don't give up - 
there is hope! 
Answers to almost 
all of your gaming 
questions are only 
a phone call away! 
You can dial many 
of your favorite 
game companies 
and get the latest 
tips and info from 
best video hot 
shots around! 


attempted to fight you way past the 
seemingly indestructable Boss on level 
eight, and each time your character gets 
sent on the express elevator out of Nin- 
tendoland. Youfinallyworkupenough 
nerve to call the long distance help 
number you saw in the back of the 

ped with a few tips and some secret in¬ 
formation, you’re calmly blasting your 
way past the once-invincible Boss, on to 
the final level and new and darker se- 

Who are those people on the other 
end of the phone? How did they get so 
good at video games? What are their 
jobs really like, and how did they get 

First of all, these champions are 
called "Game Counselors" or "Techni¬ 
cal Support Representatives" if they are 
also required to answer questions that 
pertain to inoperative or defective 
hardware. Most of them are around 
twenty-three to twenty-eight years old, 
although sometimes you’ll encounter a 
game counselor who is well into his for¬ 
ties. Regardless, there is usually one 
factor that all game counselors have in 
common: they love video games! 

"That’s a prerequisite for working at 
VIC TOKAI," explained their game 
counselor, Tom Grice. "I always played 
games when I was a kid. I was a game 
fanatic! I never thought I’d be making 
money at it though!" 

Tony Van, the main man at Activision, 
mentioned the importance of being 
knowledgeable on as many.different 


systems as possible. "You’ve got to be 
familiar with all the systems. If it’s just 
video games, it’s not too difficult. For 
computer-related systems, which is the 
bulk of my job, I have to know each sys¬ 
tem, what hardware it can accomodate, 
what it doesn’t have, and how people 
can buy it. We have to know what will 
happen in certain operating systems, 
what those errors mean, and how we 

While many companies employ their 
own game counselors, Nintendo is 
definitely king of the hiU in this area. 
Their operation has more than 90 
poeple working phone lines and 
answering more than 25,000 calls each 
week! Not only can the Nintendo coun¬ 
selors answer questions about Ninten¬ 
do’s own games, like Metroid, Punch- 
Out!!, and Zelda, they also have a 
wealth of valuable info on games pro¬ 
duced by the 36 Nintendo licensees! 

While we all know that phone coun¬ 
selors can be extremely helpful in beat¬ 
ing the games, especially the more in¬ 
volved RPG titles and quest adven¬ 
tures, what exactly are the qualifica¬ 
tions needed to become a phone coun¬ 
selor? How do these people end up in 
the positions they’re in? 

Jennifer Pascal at Acclaim Entertain¬ 
ment gave a very frank description of 
how she wound up as one of their game 
counselors. "When I started working 
here, I was mainly doing a lot of filing 

the FAX machine, I would have to wait 
finish. I would wander over to the video 




WE NOW RETURN YOU TO YOUR MAGAZINE. 












games area and play games until the 
FAX machine was finished." Her su¬ 
periors quickly realized where her true 


counseling. 

Robert Leitgeb wandered into game 
counseling in a similar fashion. He was 
initially an assistant sales manager at 
Tecmo, Inc., and he began to play more 
and more of the games from his com¬ 
pany. "Everybody just started refer¬ 
ring game questions to me because I 
started figuring out the games. It was 
more or less just handed to me." he con¬ 
tinued. "So I guess I made my own fate 
by playing the games so much!" 

Just as Robert continues doing dou¬ 
ble duty as game counselor and sales 
assistant, many other people combine 
counseling and technical support jobs 

Patrick Bennett, who works at Ko- 
nami, acknowledges that many of his 
counseling duties carry over into other 
ares. "A lot of my job is phone contact 
with players, and answering mail on a 
daily basis. But I’m also involved in our 
computer software department. Test¬ 
ing our software and Nintendo games 
at the same time." 

Mark Margulies, the man with the 
answers over at SNK Corporation, not 
only answers phone lines and the in¬ 
views and interviews in each issue. 
(You can get your free copy by writing 
to Mark at SNK, 246 Sobrante Way, 
Sunnyvale, California 94086). 

Tom Popelka, meanwhile, assists as 
technical support rep at HAL Amer¬ 
ica, when he’s not operating as Vice 
President of Marketing or overseeing 
construction of the company’s new of- 

Tony from Activision gives a good 
description of an average day for a 
Game Counselor, "My position is tech¬ 
nical support representative. We’re on 
the phones from 9AM to 4:30PM every 
day, and we’re taking all the technical 
calls. But we do all sorts of other 


things besides answering phone calls 
though. We have to figure out the 
questions when they come through, 
and if it’s something we’ve never run 
into before, we have to test for it to 
make sure it’s not a problem with their 
system. We also do different kinds of 
testing on the products as they become 
available, and make suggestions as to 
what would be helpful or how the 

"It’s more than just sitting in front of 
a television screen playing games all 
day," remarks Byron Cook from Trade- 
west. "Really I’m a Product Manager 
(overseeing the development of new 
games), but I do the game counseling 
as well." 

As Patrick, the game counselor at 
Konami points out, "As a game coun¬ 
selor your job is to assist the players and 
help them get through the game - to 
make the game more enjoyable. So 
they’ll call up and ask if you have tips 
on the game. You try to give them a 
piece of a hint here, a part of a clue 
there. You have to allow them to think 

want to tell them exactly how to do 
things, but you give them hints and 
clues to allow them to do it for themsel- 

Martin Alessi, a member of the U.S. 


National Video Game Team and 
phone counselor for FCI agrees that 
giving clues is better than providing a 
walk thru of each game, but takes a dif¬ 
ferent approach with their latest 
release, Ultima. "Ultima is such a com¬ 
plex and challenging game, it is often 
hard to give callers just one or two clues 
and expect them to get anywhere. 
Specific tips are needed to get through 
each of the game’s different challen¬ 
ges." While it may be intricate and have 
plenty of RPG and adventure elements, 

common than others. ’Where is Sherri 

and ’Where is Ambrosia’ are three of 
the most asked questions that each 
have answers that explain other parts of 
the adventure. Everything is tied to¬ 
gether and affects another part of the 
game which players seem to like." 

Robert at Tecmo notices that "the age 

games. For some games, I get a lot of 
adult calls. Our game Rygar, for in- > 
stance, has callers that are a bit young- \ 
er, while Solomon’s Key had a older fol¬ 
lowing due to the strategy overtones." 

Martin Alessi agrees, "most of the 
calls for Zanac, Seicross, and other ac¬ 
tion games are from younger players, 
while those for the others, including 



A game counselor in his native environment. FCI pros Paul Ojeda and Zack Neal 
field another call from a perplexed FCI game player! 
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What to know 
before you call... 

Here are some helpful 
hints on how you can get 
all of your questions 
answered without running 
up the phone bill... 


dreds of calls a day from enthusiastic 
game players from around the country 
who want to have the latest tips, release 
dates, or secrets. To answer you ques¬ 
tions, however, there are several things 
that should be remembered before you 
even pick up the phone. Observing 
these phone counseling rules will allow 
you to not only get your questions an¬ 
swered promptly, but also enable 
others to call! 


carefully and play the game as much 
as you can. Give it a little effort, you 
may solve your problems by your-- 

2) Know what to ask! Where are you in 
the game and what exactly has you 
stumped. Know your questions! 

3) Try to limit your questions to three 
or less. If you tie up the lines more 
than a couple of minutes you may be 
preventing others from calling! 
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The Power Glove.” You plug it in like 
any joystick. But the similarity stops 
there. Because now you don’t just guide 
the action. You’re in the action. 

As soon as you put on the Power 
Glove, its 3-D sensors track the position of 
your hand in space. You enter the program 
code. Calibrate the glove. Center it. And 


feel the mechanical moves of a joystick 
give way to free-flowing, instant response. 
You actually knock out Mike Tyson. Grab 
the steering wheel of Rad Racer.* Bank 
and fire your P-38 in 1943 ” The Battle of 
Midway. All simply by moving your hand. 

The Power Glove has a unique pro¬ 
grammable keypad that gives the best 



NES” players moves they’ve never had be- Turnaround ”: you automatically change 

fore—and never will have with a joystick. direction and fire faster than you ever 
Twist your wrist for an immedi- .. i could with a joystick, 

ate head butt in Double Dragon. ,tgggKp ! fe With new moves at your dis- 
Bend a finger for “Thrash Mode” lfl posal,itmakes your joystick games 

-your character turns and ^ especially vertical scroll games, 

shoots in all possible directions. “ new - Different. More exciting. 

Bend another for “One-Shot XV And that’s only the beginning. 



FUTURE PLAY. 


With games specifically designed ahead of schedule. Look at Super Glove 
for the Power Glove, you’ll be blown into Ball. The hand on the screen is your hand, 
another dimension: the third dimension. Its thumb and fingers move instantly, 

In the ’80’s, all video game play exactly as you command. You strike the 
occurred in two dimensions: up, down; ball. Catch it. Throw it. And experience 
left, right. Starting in the summer of NES” like never before. 

1990, software designed for the Power So put on the Power Glove and put 

Glove adds the third dimension—depth— on the power of the future, 
so that you’re playing in a “virtual real- The Power Glove. Everything else is 

ity” It’s the future of video games, 'fears child’s play. 











ELECTRONIC 

GAMING 


BEST! WORST *1989 


What was your 
favorite game of 
the year? 

See if your 
favorites (and 
least favorites) 
match ours when 
EGM picks the win¬ 
ners of 1989 and 
highlights the 
games, machines, 
and companies 
that made this the 
hottest year in the 
history of video 
games!!!!! 



THE BEST GAME 
OF THE YEAR - 
Ghouls and Ghosts 


With graphics and sounds right out 
of the arcade and game play that kept 
us challenged after the first play, 
Ghouls and Ghosts took the top spot 
hands down. Ghouls blew us away 
from start to finish and really showed 
how good a 16-Bitter could be! 

THE BEST GAME OF 
THE YEAR (Nintendo) - 
Tecmo’s Ninja Gai Den 

With its cinemascope effects, inter¬ 
esting storyline, and radical game 
play, Ninja Gai Den proved to be an 

THE BEST GAME 
OF THE YEAR (Sega) - 
Sega’s Wonder Boy 3 

Will Wonder Boy’s problems never 
end?!? Hopefully not, since the 
games just seem to get better and 
better! This time around you can 
change into different animals during 


THE BEST GAME OF 
THE YEAR (TurboGrafx) 
- The Legendary Axe 

The perfect blend of action and ad¬ 
venture make The Legendary Axe a 
must-have for Turbo owners. Great 
graphics and sounds compliment the 
outstanding theme. 



BEST GRAPHICS IN A 
VIDEO GAME - 
Ghouls and Ghosts 

From the screens full of highly 
detailed game characters, to the 
multi-directional scrolling, to the 
enormous fully animated Boss crea¬ 
tures, Ghouls and Ghosts is an excel¬ 
lent example of just how powerful the 
Genesis’ 16-Bit brain is. This game is 
so close to the super-charged coin¬ 
op of the same name you may find 
yourself looking for a coin slot! 

BEST BGM AND SOUND 
IN A VIDEO GAME- 
NEC’s Fighting Street 

Thanks to their revolutionary mega¬ 
peripheral, the CD-ROM, NEC’s first 
release captured this category 
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hands-down. Fighting Street is filled 
with CD-quality music, and sounds, 
not to mention true-to-life voices! 


BEST NEW 

VIDEO GAME SYSTEM - 
Sega Genesis 

Although it’s catching heat now that 
the TurboGrafx-16 is sitting along¬ 
side, the Genesis edges out its wor¬ 
thy competition with its true 16-Bit 
processor and superior graphic and 
sound abilities. With more games, 
the Turbo could dethrone the Gene¬ 
sis, but with more games available 
and over 20 expected by Christmas, 
the Sega name and the Sega games 
let Genesis reign supreme! 



MOST CHALLENGING 
VIDEO GAME - 
Sega’s Phantasy Star 


The Master System finally came into 
its own when Sega released this little 
gem. Phantasy Star is a fantastic and 
futuristic RPG that continues to baffle 
even the most ardent gamers with its 
expansive environment and challeng¬ 
ing situations. Throw in a wide variety 
of opponents as well as some nicely 
drawn visuals and you get a game 
that exceeds its challenge by only 


BEST SPORTS-THEMED 

VIDEO GAME - 

tie: 

World Class Baseball 
(TurboGrafx-16) 

T. Lasorda Baseball 
(Genesis) 

Baseball Simulator 
(Nintendo) 

While this category may be crowded 
with winners, each title is deserving of 
the Best Sports Video Game title. 
Both World Class Baseball from NEC 
and Tommy Lasorda Baseball from 
Sega stand out as the premiere 
baseball simulators, reproducing all 
aspects of play (batting, fielding, etc.) 
with breathtaking realism thanks to 
the mega-powered processors driv¬ 
ing the games: They both look great 
and play great (in fact, they look al¬ 
most identical although the Turbo title 
came first). 

Culture Brain’s new Baseball Simu¬ 
lator 1.000 gets top honors in this 
category, surpassing other outstand¬ 
ing efforts such as John Elway’s Qua¬ 
rterback, Tecmo Bowl, and the Jal- 
eco library by taking liberty with the 
sport itself and creating an entertain¬ 
ing and playable cart. Some of the 
specific pitches (which will give you 
an idea of the nature of this game) in¬ 
clude the "Ninja" pitch and a flaming 
(literally) fastball that causes batters 
to EXPLODE if they are beaned! 

BEST SEQUEL TO AN 
EXISTING GAME - 
tie: 

Mega Man II 
Ghouls and Ghosts 



Taking top honors here we find good 
old Mega Man back on Dr. Wily’s 
case. Mega Man 2 succeeds by stay¬ 
ing true to the nature of the first game 
but adds a whole new cast of crazy 
Boss villains, as well as a slew of uni¬ 
que power-up not found in the first 
game! This is not so much a new 
game as it is an extension of the first! 
Ghouls and Ghosts grabs another 
award here due to a tie-in with a game 
called Ghost and Goblins. There's no 
comparing the two, however, with 
Ghouls surpassing the original in 
more than just name. 

MOST EXCITING NEW 
THEME IN A GAME - 
Tetris 

Although it had a successful life as 
a computer game prior to appearing 
on the Nintendo, Tetris has managed 
to capture the hearts and minds of 
Americans despite the fact that the 
Russians are behind it. 

An overly addictive puzzle game 
that’s nauseatingly simply to play, 
Tetris has already spawned a flurry of 
sequels that use similar types of re¬ 
flex/strategy combinations. None of 
the post-T etris entries look that prom¬ 
ising, but Tetris itself will long be 
known for creating a brand new 
genre of gaming. 



BEST RPG 
VIDEO GAME - 
FCI’s Ultima 

Using an award-winning computer 
game (the traditional breeding 
ground for RPGs) as a blueprint for a 
new NES RPG is tough to beat! 
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Here’s your chance lo see 


You've spent some time behind the 
triggers of a plasma-drive galactic 
fighter. And more than one horde of 
fungal-faced aliens has bitten the 
interstellar dust for standing in your 
way. But now- 

Star Soldier Sweepstakes! Over 
100 Prizes! Anyone can win! 

Here's your chance to hobnob with the 
enemy. 1st PRIZE: One lucky hero 
will win an all-expenses-paid trip to 
Disney/MGM Studios (home of the 


alien) for himself and his family. 2nd 
PRIZE: Another savvy fighter will 
receive a Sony portable stereo/CD 
player. 3rd PRIZE: One more galactic 
pilot will win a Casio digitizing 
sampler keyboard. 4th PRIZE: One 
hundred electronic warriors will 
receive sizzling pre-release copies of 
the next fast-action Tfixan game, 
before they hit the stores. 












BEST VIDEO GAME 
CONTROLLER - 
Hudson’s Sansui SSS 

In addition to being a good derivi- 
tive of the standard Nintendo flat pad 
with all of the variable turbo boosters 
intact, the Hudson Joycard Sansui 
SSS wowed us with its ability to simu¬ 
late real stereo sound on a machine 
that plays in mono! A nifty plug even 
allows you to play in private when you 
don’t want anyone else to hear you! 

HOTTEST HERO 
IN A VIDEO GAME - 
Capcom’s Mega Man 

Besides blasting away Dr. Wily and 
his evil minions, that mega-fantastic 
video game super-hero, Mega Man, 
also beat the likes of Simon Belmont 
(who fights a Dracula with more lives 
than Jason) and Link (what a wimp)! 
Mega Man's wide array of imple¬ 
ments and superior firepower (not to 
mention his doo) make him number 



COOLEST BOSS 
ATTACKERS - 
tie: 

Ghouls and Ghosts 
The Legendary Axe 

The number-one games for both the 
next generation machines wiped out 
the competition. Loki, at the con¬ 
clusion of Ghouls is a formidable op¬ 
ponent who rests upon a fantastic 
throne. Jagu, from Legendary Axe, 
may not be as regal, but he's every bit 
as mean. You’ll find that the other 
Boss characters from these two 
game are equally nasty. 



MOST RIDICULOUS 
PREMISE FOR A GAME- 
Tradewest’s Taboo 


As non-conventional video games, 
Jeopardy and Wheel of Fortune were 
fun to play and Anticipation wasn't 
overly stomach-churning. But who 
really needs a video game version of 
Tarot cards? The mystical responses 
aren't even interesting. At this rate a 
"Learn to Program BASIC on your 
Nintendo" and "Video Calculator" 
carts can’t be far behind. Please 
guys, don't forget, it’s a video GAME 
system. 

MOST EAGERLY 
ANTICIPATED GAME 
(That WAS released) 
Konami’s TMNT 

While Nin]a Gai Den and Strider 
helped generate a fair amount of in¬ 
terest, no other game was being look¬ 
ed for as much as Konami/Ultra’s 
Teenage Mutant Ninja Turtles. It 
didn’t really live up to expectations, 
but for a while Turtle hunting was the 
hottest hobby at Kay-Bee. 

MOST EAGERLY 
ANTICIPATED GAME 
(That WASN’T released) 
Nintendo’s S. Mario 3 



The third chapter of the Super Mario 
Bros, series played to rave reviews 
and a chart-breaking run in Japan last 
year. In the states, however, it looks 
as though we’ll have to wait until 
some time in 1990 to experience the 
further adventures of Mario and Luigi. 
For those of you who just can’t wait, 
go plop a quarter in a Play-Choice 10 
with SMB 3 at your local arcade. 
You’ll find out why we’re forecasting 
it as a strong contender for "Game of 
the Year" next year. 

WORST PROPAGANDA 
FILM OF 1989 - 
Nintendo’s GameBoy 
Press Conference 

Tooting your horn for the sake of ad¬ 
vertising is one thing, but without the 
flash of the superior 16-Bitters or a 
color hand-held at the Summer CES, 
Nintendo made an eager audience sit 
through a horrible film (starring Mario 
of course) that tried to convince 
everyone that 16-Bit machines were 
unnecessary and boasted no real 
strengths over the current NES. Give 
me a break! Nintendo may want us 
to stay in the Stone Age, but can they 
honestly think that there’s no dif¬ 
ference between the games for play 
on the Turbo and Genesis and their 
NES? Stuff a pizza in it Mario! 

THE WORST FILM 
OF 1989 - 

Paramount’s Star Trek V 

Boldly going where no one ever 
wanted to go before in a Star Trek 
movie (to sleep) comes episode five, 
The Final Frontier. To call this movie 
boring is an understatement, espe¬ 
cially when you consider that the high 
point in the flick is when Kirk, Spock, 
and McCoy sit around a camp fire and 

joke for a cheap laugh! What could 
have been a summer blockbuster, 
with a final resolution of the Federa- 
tion/Klingon conflict ending the cur¬ 
rent cast’s mission with a galactic 
bang, fizzles with the only exploding 
space craft being an old probe. 
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BEST MOVIE TO GAME 
SunSoft’s Batman 

While this one may get pushed back 
into the early part of next year (War¬ 
ner Bros, rumoredly thought initial 
versions didn’t follow the movie close 
enough), SunSoft's Batman video 
game for the NES is so good that it's 
hard not to give the game high praise 
after we’ve seen and played it. Al¬ 
though it’s essentially a Castlevania 
spin-off, the game play and theme do 
the Caped Crusader complete jus- 



WORST MOVIE 
TO GAME - 
LJN’s Friday the 13th 


No hacking and no slashing makes 
Jason a dull boy. Unfortunately, UN 
has done such a great job of translat¬ 
ing the James Bond of slashers that 
they end up with a game that’s as bad 
as the movies on which it's based. 

NO MOVIE TO GAME - 
Bandai’s Star Trek V 

Sometimes a movie title can make 
game development more difficult - es¬ 
pecially when it’s a space movie with 
no outer space shoot-ups or laser¬ 
blasting gun-fights. Is there much 
more that could be included in this 
game beyond getting Kirk, Spock, 
and McCoy to sing "Row, row, row 
your boat" in unison? Not likely - that 
could explain why Bandai backed out 
of the game. 

MOST POWER-UPS 
IN A VIDEO GAME - 
American Technos’ 
River City Ransom 



Talk about enhancements! River 
City Ransom offers more power-up 
options and weapons than any other 
game in recent memory. By entering 
any of the different shops along the 
parkways, you can purchase books 
to learn new fighting techniques, buy 
squid and bagels for energy, or even 
a FREE smile from a pretty counter 
girl. All of the diversity makes this car¬ 
toon version of the classic Double 
Dragon (also from Technos) even 
more fun to play! 

WIMPIEST HOSTAGE 
IN A VIDEO GAME- 
President Bush in 
Data East’s Bad Dudes 



A cheeseburger-totin’ President 
held hostage? Whatever happened 
to good-lookin' damsels? And 
what’s with this cheeseburger con¬ 
spiracy thing? 

MOST UNPRONOUN¬ 
CEABLE GAME TITLE - 
Koei’s Nobunaga’s 
Ambition 

Why not just call it "Become a Mean 
Dude and Take Over a Country!" or 
"Unite Japan” or something like that? 
How many kids are going to* be as¬ 
king for a game they can’t pro¬ 
nounce? 


WORST STOMACH 
PROBLEM IN A GAME - 
Ghouls and Ghosts 


Pass the pepto! Never before has 
projectile vomiting been brounght to 
life with such detailed animation and 



WORST SPELLING 
ERROR IN A GAME 
tie: 

SNK’s P.O.W. 
Thunder Force II 


P.O.W. - "Congradurations" 
Thunder Force II - "Secret Bonuss" 



MOST UNINTELLIGIBLE 
SPELLING IN A GAME - 
NEC’s Keith Courage 


To view some strange writing, plug in 
Keith Courage on your Turbo, turn 
the game on, and then reset the game 
by pressing the Run and Select but¬ 
tons at the same time. Once the 
game is reset, push and hold down 
the number one button, then the 
number two button, then the Run but¬ 
ton, and then the Select button. Wait 
for the title screen to quit changing 
and when the word "Start" appears, 
push up eight times. Now go find a 
translator! 
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TO MOVE 

with the 

ACCLAIM REMOTE! 


Acclaim's Wireless Remote 
Controller gives you the power 
to really get into the action of 
your favorite Nintendo® games. 

With no wires to tie you down, you 
can roll and tumble through your 
greatest adventures, Inaccurate 
from up to 30 feet away and features 
a Rapid-Fire mode that gives you a 
shot at super high scores. It even looks 
and feels like the Nintendo® controller 
you already know. And the Acclaim 
Remote carries the Nintendo® Quality 
Assurance Seal. Now nothing gets 
between you and the action! 
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THE MOST PROMISING MOST LAWSUITS - 
GAME COMPANIES 



BEST ENDING 
IN A VIDEO GAME - 
Tecmo’s Ninja Gai Den 


With super graphics detailing an 
equally outstanding storyline, the cli¬ 
max of Ninja Gai Den is better than 
some movies we’ve seen recently. 
Not only does the game explain many 
mysterious secrets, it also leaves the 
door open for part two (which is com¬ 
ing next year). 

WORST ENDING 
IN A VIDEO GAME - 
FCI’s Ultima 

After spending mega-hours to finish 
this RPG, the virtual lack of an ending 
makes the adventure seem pretty 
worthless. 



THE LONGEST ENDING 
IN A VIDEO GAME - 
NEC’s Victory Run 


At the conclusion of this rally racing 
game, your alter ego jumps from his 
car and rushes onto the shoreline and 
into the nearby ocean. While not tre¬ 
mendously exciting, the next couple 
of minutes are spent watching the sun 
go down in what seems like real time, 
while a boat drifts by. 


Sega, Konami, Acclaim, 
Sunsoft, Tecmo 

With the Genesis excitement in full 
swing, Sega has an open door with 
which to fan the flames with some in¬ 
tense softs. Several of these, The 
Super Shinobi, Truxton, and Super 
Monaco GP in particular, show ex- 

Konami holds the best all-around 
line-up with Castlevania - The Adven¬ 
ture and Gradius for GameBoy, as 
well as Super Contra (or Super C) and 
Castlevania 3 for NES. A Gradius 3 is 
rumored to be released soon in coin¬ 
op form. 

Acclaim has a very strong NES li¬ 
brary, with Ironsword, Double Dra¬ 
gon 2: The Revenge, Bigfoot, Total 
Recall, Narc, and Arch Rival due in the 
next year. 

Sunsoft has Batman and Tecmo has 
Ninja Gai Den 2. Need we say more? 

FADING FAST - 
Tonka 

With 8-Bit Sega sales that never 
quite picked up speed, and a total 
abandonment of the Master System 
in Japan, Tonka appears to be on the 
mat and nearly counted out. When 
you also consider that the Genesis 
can play 8-Bit Sega games as well as 
16-Bitters, the need for Tonka’s dis¬ 
tribution becomes diminished. 

BEST VIDEO TAPE - 
Warner’s Batman 

Forget the game tapes (they don't 
tell you anything about the games 
that you won’t figure out yourself or 
in EGM) and get Batman! You won’t 
learn anything about playing games, 
but it sure is more entertaining! 

WORST VIDEO TAPE- 
Sweatin’ to the Oldies 

If I see that obnoxious Richard Sim¬ 
mons' commercial one more time, I’ll 
throw my NES into the TV! 


Tetris 

This title, which barely beat out 
Double Dragon 2: The Revenge for 
top honors (they settled out of court), 
has been the focus of Nintendo's at¬ 
tack on Tengen. It's too bad, since 
theTengen NES version ofTetriswas 
a cool copy of the arcade. Nowwe're 
starting to hear that the newly de¬ 
signed NES’s won’t even playTengen 
games (players have been saying 
they don't fit). All's fair I suppose... 

THEONECES PHOTO 
YOU WON’T FIND IN 
ANY OTHER GAME 
MAGAZINE... 



FORECASTING THE 
1990 AWARDS... 

Here’s a peek into our crystal ball 
for a look at the possible winners 
of 1990 maybe... 

Game of the Year- Super Mario 3 
Super Shinobi 
Best New Game System - Lyrtx 
Super Famicom 
Best Sequel - Super Mario Bros. 3 
Castlevania 3 
Phantasy Star 2 
Best RPG - Phantasy Star 2 
Advanced Dungeons and Dragons 
Best Game Controller- Gizmo 


Special thanks to the EGM Review Crew 
and the U.S. National Video Game 
Team for their help in compiling this 
"Best and Worst of ’89" special. 
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A VIDEOCASSETTE ON: 

SECRETSjrCODES 
& STRATEGIES 

For Nintendo* Compatible Games 



COVER fb 

tSSSf 


Now for the first time on videocassette you 
can learn the top secrets from the top 
players. Includes never-before-seen hidden 
rooms, invincibility tricks, joy-stick 
maneuvers and more! Demonstrated by the 
U.S. National Video Game Team. 

Power-up your game with this new 
videocassette. Included in this video are 
tricks to: 


★ Double Dragon 

★ Iron Tank 

★ Simon's Quesl 

★ Ram bo 

★ Blaster Master 

★ Contra 

★ Metal Gear 

★ Life Force 
•k Plus IS more of your 

favorite video games 
featured. 

#2884 Approx. 60 min. ONLY *19.95 



as? 


are not in any way responsible for Content of the tape or the packaging. 


To Order Your Video - Call toll free: 

1 - 800 - 338-7710 
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David White 


SEQUELS BOOST NES TO NEW HEIGHTHS 


Just like in the movies, Nintendo game 
makers are now banking on the success 
of proven names to catapault them into 
the new decade. It stands to reason that 
titles that have created large followings 
with their graphics and game play would 
generate similar interest in sequel form. 

Some of the carts expected to draw 
such player interest include those shown 
on this page. While Ninja Gal Den and 
Double Dragon have both been enhanc¬ 
ed for the first time, Castlevania and 
Super Mario Bros., two of the biggest 
names in the Nintendo arsenal, are get¬ 
ting ready for a THIRD chapter. 

In addition to these powerful titles, 
other sequels ntmored to be under devel¬ 
opment include Blaster Master 2, Super 
Bomb Jack, Wizards and Warriors 2, and 
Top Gun 2: Dual Fighters. 

NES games WILL stretch beyond se¬ 
quels in 1990, however, with movie titles 
likely to capture an equally impressive 
share of the pie. Some of the more im¬ 
pressive titles include Total Recall from 
Acclaim, Batman from SunSoft, and 
Frankensteinfrom Bandai. This healthy 
line-up is sure to get a boost from the nor¬ 
mal array of shooters and action/adven¬ 
tures, although RPGs are finally starting 

of Dragon Warrior. Add new peripher¬ 
als like the 4-player satellite and the new 
stem surround-sound carts, and it’s easy 
to see that 1990will be a hotyearforNin- 



CASTLEVANIA 3 

0 *^ 

Simon Belmont’s adventures are far 
from over! In this latest version of the 
classic action/adventure, Simon re¬ 
turns to his roots in a super-charged 
cart that plays more like the first 
Castlevania. New power-ups and in- 

, 

NINJA 6AI DEN 2 

The battles of Ryu continue in the 
excellent extension of the original 
that sends our Ninja hero on a quest 
to solve another mystery. This time 
around you’ll find all-new power-ups, 
fighting on trains, and conflicts with 
deadly Bosses! Great! 

Bmt . 1| ,,.. J1 ., ' 

&ili 

'fjfeg ' 

ill 

DOUBLE DRAGON 2 

The best kung-fu punch-em-up 
ever released on the NES, this two- 
player version of the original adds 
more levels, intermissions, and 
some super graphics! 

SUPER CONTRA 

The latest installment of the hot¬ 
test scrolling shooter ever on the 
NES, Super Contra features dual 
play, new weapons, and a new ad¬ 
venture within an alien entity! 


28 




























FCI& WCW 

WORLD CHAMPI 

r^W-R-£ L S-T- 


NSHIP 




fli 

1: ] u x 

m i I! 


TiliYJN 

a 

ai 

Da 

[tj ‘T'lj | 









FACT-FILE: 

Manufacturer: SNK 
Machine: NES 
Cart Size: 1 Meg 
Number of Levels: 5 
Theme: Action 
Difficulty: Average 
Number of Players: 1 
Available: Now 


BATTLE BEHIND ENEMY LINES! 


P.O.W. is SNK’s latest arcade-war- 
arcade title of the same name, 

play mechanics that were popularized 
in Double Dragon, and introduces a 
limited number of power-ups in a 
jungle-combat theme. 

You control a Prisoner of War who 

ment plan to rescue other MIAs resid¬ 
ing in an enemy prison. After breaking 


out of your jail cell, you have only your 
feet and fists against an army of enemy 
soldiers equally outfitted with knives 
and guns. 

All of the action in P.O.W. is played 
out in front of a highly-detailed scroll¬ 
ing background. Several of the areas in 
this multi-level game even scroll in two 

play 



only be collected from the enemy 
troops that carry them. 



STEVE 

ED 

DONN 

JIM 

it h weren° V ^y^l constantly 

Other "h S an 9 ^^Sagon 2,this 

game play difficulty is 

just about rightJrstays challeng¬ 
ing through ®our levels). It's 

graphics aM^Vy addictive 
play mechanic Jff is similar to 
Double Drag^mhe game lev- 

'ack of a 2-Playeroption is misr^ 

finish it right away. 

scubad?ier ( thrown inMheend 
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Bosses are also too easy. 
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FACT-FILE: 

Manufacturer: Taito 
Machine: NES 
Cart Size: 1 Meg 
Number of Levels: 4 
Theme: Action/Adventure 
Difficulty: Average 
Number of Players: 1 
Available: December 89 


FIGHT EVIL WITH YOUR DEMON SWORD 



Gai Den may fmd merit in this title, 
but the end result is Kage in a much 




Many of the play mechanics in Demon 
Sword are reminiscent of a similar title, 
Ninja Gai Den and ITS sequel. 
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FACT-FILE: 

Manufacturer: Sammy 
Machine: NES 
Cart Size: 1 Meg 
Number of Levels: 15 
Theme: Shooter 
Difficulty: Average 
Number of Players: 1 
Available: December, 89 
V_ J 


INVADE IN YOUR HELICOPTER GUNSHIP 


One of the best arcade shooters of all 
time is Twin Cobra, a machine that per¬ 
fectly balances power-ups, difficulty, 
and Bosses in a good-looking package 
loaded with targets and incentives. 

The home version of this all-time 
favorite, while rough around the edges, 
includes most of the features that made 
the game such a mega-hit in the ar¬ 
cades. The most noticeable deleation 
from the NES Twin Cobra, however, is 
the two-player feature, instead we get 


Single Cobra that plays like Twin 
Cobra without the extra support. 

You must fly over various landscapes 

anything (from attacking helicopters to 
battleships) that moves. 

copters will appear and release weapon 
and bomb enhancements as well as a 
power-up ball that cycles through dif¬ 
ferent types of weapons. Grab the one 
that suits you and blow ’em away. 



action and adventure. 



POWER-UP! 

Each of the four power- 
up capsules change your 
firepower in exciting and 
lethal new ways! Tailor 
your shooting strengths 
according to the area of 


STEVE 

ED 

DAVID 

JIM 

I’m a great fan of shooters and 

Twin Cobra isabove average 

TheaotioninTwinCobraispret- 

shelters Twin 


ecting diflej^jiapons and 
powering thH^feko incredible 
heights. ThBbaMrounds are 
well-detailed%#tolorful and 


Cobra has power-ups 



though they’ve been done in pas- 


one of the better NES shoot-em- 
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good shoot-em-up. 9 
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FOR MORE EXCITING FUN SEE NEXT PAGE! 
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FACT-FILE: 

Manufacturer: Data East 
Machine: NES 
Cart Size: 2 Meg 
Number of Levels: 7 
Theme: Action 
Difficulty: Average 
Number of Players: 1 or 2 
Available: Now _ 


HEY DUDE, ARE YOU BAD ENOUGH!?! 


In the arcades, Bad Dudes was a fine 
derivitive that took advantage of the 
play mechanics made popular in Dou¬ 
ble Dragon. Since Dragon made its 
debut, there have been countless num¬ 
bers of scrolling karate adventures, 
both in the arcades and at home, but 
none have captured the punch and kick 


formula quite as well as the coin- 
operated version of Bad Dudes. 

The Nintendo home version is a single 
player version of the arcade bash-em- 
up. You can control only one of the 
Dudes (either Blade or Striker) at any 



Fight your way through seven different levels of horizontal¬ 
ly (and occassionally vertically) scrolling playfields filled 
with some the baddest enemies and Bosses! 


trol your hero’s pro¬ 
gress through seven 

ly-scrolling areas fill¬ 
ed with attackers on 

leys, and on top of 
helicopters. Along 
the way you’ll face 

all types of deadly 
Ninja opponents. 
Some of these deadly 
Ninjas are equipped 
with throwing stars 


kicks! Blue Ninjas are your primary 
opponents, bringing the battle in close, 
but you’ll also face even deadlier White 
Ninjas who toss a spread of throwing 
stars and Red Ninjas that are even 

The Red Ninjas also hold the key to 
another one of Bad Dude’s most im¬ 
portant features. Whenever a Red 
Ninja has been eliminated, one of four 
power-ups will be left behind. These 
range from a Coke that restores vital 
health to a Clock that stops the stage 
time to Nunchuck and Dagger weapons 
for increased offensive attacks. 

Each level culminates in a face-to-face 
slugfest with one of the enemies pow¬ 
erful Bosses. Whether it’s the magical 
Green Ninja who splits into several op¬ 
ponents, or the mighty fire-breathing 
Russian Kamov, the Bad Dudes Bosses 
are bad through and through! Try the 
super punch in these areas (build up 
power and deliver it in a single blow) 
and blow the bad guys away! 




























FOR MORE EXCITING FUN SEE NEXT PAGE! 
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MA-S-T-E-R 



Ed Semrad 

MASTER SYSTEM FUTURE IN DOUBT 

The Sega Master System unfortunately 
appears to be heading into rough waters. 

Now that Sega’s 16-Bit Genesis has 
made a successful launch, almost all of 
their programming talents have been 
drained away from the 8-Bit unit and 
been placed back into the older system's 
super-charged cousin.’ 

That news, combined with the fact that 
both Activision and Parker Bros, have 
decided to discontinue their support for 
the 8-Bit (Galaxy Force and Montazu- 
ma’s Revenge are the last titles from 
those two companies), cast an even 
darker shadow over the face of a superior 
system that never quite got up to full 
speed. Even Absolute Entertainment, 
who had promised to deliver several tit¬ 
les at one time, have already cancelled 
the Sega version of James Bond and 
release on their R.C. Champ Racing has 

Tonka, the U.S. distributor of the Mas¬ 
ter System has let many of the people in 
charge of the Sega go, and with an 8-Bit 
adapter soon to be offered by Sega for the 
Genesis, the phasing out of the Master 
System can’t be too far behind. 

Several titles are on their way, includ¬ 
ing Dynamite Dux, Golden Axe, Psycho 
Fox and the games previewed here. Is the 
Master System out of the picture? Not 
yet, but all the new Sega titles appear to 
be going to the Genesis - not the Master 
System. 
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TO ORDER ANY NINTENDO SEGA OR ATARI GAMES 
OR ACCESSORIES IN THIS MAGAZINE OR BELOW 
DIAL 1 -800-TOY-CLUB 

If that’s busy DIAL 1-203-388-6366 for faster service. 

JOIN THE ULTIMATE GAME CLUB & HAVE THE POWER TO ORDER ANY VIDEO 
GAME OR ACCESSORY WITH ONE PHONE CALL! 

, NINTENDO STUFF AVAILABLE NOW. HURRY SUPPLIES ARE LIMITED! 

Just / the box of the stuff you want & mail this form in today for fast delivery with your check or money order. Remember MEMBERS ONLY GET THE CLUB 
PRICE. If you're not a member you must pay list price.Call us to order any Nintendo, Sega or Atari game ever made or in the future. 


















































* 

SILVER 


FACT-FILE: 

Manufacturer: Sega 
Machine: Master System 
Cart Size: 2 Meg 
Number of Levels: 4 
Theme: Action 
Difficulty: Average 
Number of Players: 1 
Available: Now 


SHIVER ME TIMBERS, MATEY! 





You control a young lad named Jack 
Vvery, on a quest to find a fabulous 
reasure that has been left behind by 
he infamous Captain Silver. The only 
rouble is that while the Cap’n may be 
lead, his evil spirit isn’t about to let you 
away with his booty without a 
You can battle the ghoulies that 
appear to stop your 
progress, as well as 
the Captain himself, 

sword. Along the 
way you can also in¬ 
crease your blade’s 
effectiveness by re¬ 
covering a variety of 
power-ups. Other 
power-up items en¬ 
able you to perform 
other functions (such 
as limited invincibil¬ 
ity) that also add to 
the overall play value 
of the game. 


Set out on your adventure with cutlass 
in hand! Various spooks and swords¬ 
men will challenge your every step . 


The scrolling backgrounds in Captain 
Silver offer a detailed backdrop to the 
rest of the action. 
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FACT-FILE: 

Manufacturer: Sega 
Machine: Master System 
Cart Size: 2 Meg 
Number of Levels: 5 
Theme: Shooter 
Difficulty: Average 
Number of Players: 1 or 2 
Available: Now 


BECOME A MASTER OF THE CLOUDS 

























FCI Phone Counseling 

OTLINE 

( 312 ) 968-0425 

8 am - 7 pm Central Standard Time 


Get the latest tips, scores and 
info about FCI video games 
Find out about new FCI games 
Put your name on the FCI 
mailing list 


FCI® 





FACT-FILE: 

Manufacturer: Sega 
Machine: Master System 
Cart Size: 4 Meg 
Number of Levels: N/A 
Theme: Action/Adventure 
Difficulty: Average 
Number of Players: 1 
Available: Now 


BATTLE ON AND BECOME A SPELL CASTER 


At one time labeled the ft 
Phantasy Star, Spell Castei 
meg adventure title that cc 


counters that puzzle-solving and role- mate 
playing ediqutte. the 

Spell Caster places you in the role of Somi 


a four- dangers and obstacles with: 


1 "photos" of your charac 
of these people and ci 


ve the Spell Caster quest, 


you into thinking this is an RPG. While 
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TURBO CHAMP 


Steve Harris 

TURBO TO INCREASE LIBRARY OF TITLES 

One of the big questions facing poten¬ 
tial buyers of any of the new advanced 
gaming machines is quite simply, "What 
kind of games can I expect in the fu¬ 
ture?". While the NEC TurboGrapc-16 
launched with a minimal selection of 
games, they have big plans to follow up 
the debut of the system with dozens of fab 
cards guaranteed to bowl you over! 

NEC doesn’t quite have as difficult a 
job in creating hit titles as its main com¬ 
petitor, Sega, is most likely having. You 
see, the Turbo is really an American ver¬ 
sion of the mn-away next generation 
machine in Japan, the P. C. Engine. The 
level of third-party support for this sys¬ 
tem in Japan is extraordinary, with do¬ 
zens of games announced every month 
and over 100 currently on the market! 

To insure the same level of success here 
in the states, NEC has wisely secured the 
rights to many of the top P. C. Engine hits. 

Granted, not ail of their upcoming titles 
are winners, but the sheer number of 
cards that are planned for release in the 
months to come totally eclipses what will 
beappearingon any other system. It’s up 
to NEC to continue capturing these hot 
titles while supplementing their library of 
imports with good American efforts like 
T.V. Sports Football from Cinemaware, 
and other adaptations from prominent 
companies around the world like Tyne- 

under development for the Turbo. 

Diversity, on the Turbo, is guaranteed! 
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M0T0-R0ADER 

An overhead perspective is used in 
this unusual racer. As you blaze ac- 

maintain a lead or lose fuel when you 
fall behind. A power-up screen al¬ 
lows you to enhance your vehicle with 
extra fuel, weapons, and more! 


FANTASY ZONE 

A favorite of Sega owners, this fast- 
paced shoot-em-up on acid takes you 
through seven wicked worlds filled 
with some of the most bizarre crea¬ 
tions imaginable. Huge Boss charac¬ 
ters and fantastic power-ups make 
the Turbo version the best yet. 













NEW NAMCO ARCADE 
TRANSLATIONS 

Namco is one of the world’s leading 
producers of video games. If you’ve 
played Pac Man or Galaga, then 
you’ve played a Namco game. 
Through a special armagement with 
NEC, Namco will he bringing several 
mega-hits to the U.S. for play on the 
Turbo like Pac-Land, Final Lap, Or- 
dyne, and World Court Tennis. 



DRAGON SPIRIT 

A mythical fantasy/shooter that 
lets you become a multi-headed 
dragon that breathes fire on the 
monsters trying to stop you from 
savingyour main squeeze. A great 
looking and great playing game. 



SIDE ARMS 

In this futuristic translation of the 
hit Capcom coin-op, you and a 
friend (using the optional multi¬ 
player Turbo Tap) must invade an 
alien base and destroy the mech¬ 
anized creatures that inhabit it. With 


:arry, ar 


POWER GOLF 



clubs, hazards, winds - it’s all there! 



R-TYPE 


The perennial favorite of game 
players everywhere! The side-scrol¬ 
ling shoot-em-up has never looked 
as good as it does on the Turbo, with 
all levels intact and graphics that will 
have you looking for a coin slot. A 
four-meg masterpiece that blows all 
other home versions away! 


CD SUPER-HITS 




With the release of the TurboGrafx-16 CD-ROM and CD-ROM Interface units 
you can now playgames that are even more advanced! The CD-ROM titles not only 
capture the look and feel of the arcade games on which they’re based, they also have 
extraordinary CD-quality sound and perfect voice reproduction. Among the first tit¬ 
les that will be available are (from l-r) Fighting Street, Monster Lair, and Darius. 
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FACT-FILE: 

Manufacturer: NEC 
Machine: TurboGrafx-16 
Cart Size: 3 Meg 
Number of Levels: 9 
Theme: Shooter 
Difficulty: Easy-Average 
Number of Players: 1 
Available: November 89 


BLAZE YOUR WAY THROUGH THE GALAXY 


Here’s an outer-space shooter with 
enough teeth to cut through all of the 
competition combined! Blazing 
Lazers combines all of the proven ele¬ 
ments from the most popular shooters 
and throws them together. Behind the 

some of the most detailed and futuris¬ 
tic animated characters and back¬ 
grounds ever created (and destroyed) 
in a video game blaster! 

There’s not a lot in the way of original¬ 
ity here, but the plot that is present is 
solid enough. You’re in command of a 
Gunhed starship that can capture the 
"gels" left behind by certain cargo ships 
to enhance your offensive and defen¬ 
sive powers. These range from homing 
missiles and shields to deceptor waves 
and ring blasters. 

Add a series of enormous and color¬ 
fully animated Boss characters and the 
challenge and deadliness of this shoot¬ 
er becomes appearant! Blazing Lazers 




## 

w 

■ 




This is one of the last Bosses in Blaz¬ 
ing Lazers. Power-up your weapons 
and stockpile your bombs to defeat it. 

3 



Collect the gels to increase your power, 
or capture the numbered gets to change 
or increase current enhancements. 


TOP SCORE TIPS! 

There are four difficulty levels 
built into Blazing Lazers. To ac¬ 
cess the difficulty select mode, 
hold the Select button during the 
title screen and alternately push 
the number one and number two 
buttons until the screen blanks out 
and the words "Normal Dog" ap¬ 
pear. Now you can toggle be¬ 
tween "Normal Dog" (the regular 
setting) and "Hard Human”. To ac¬ 
cess still higher levels, repeat the 
process of holding Select and 
pushing 1 and 2 to access "Super 
Mania" and "God of Game"! 

To get into the sound test, toggle 
the pad left and right repeatedly 
during the title screen. A sound 
prompt and number will appear 
which can then be changed with 
the pad and played with the num- 
bertwo button. Hit Start to exit the 
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You’ve always 
known what to 
expect from 
a video game 
system. 













CHINA 

WARRIOR 


FACT-FILE: 

Manufacturer: NEC 
Machine: TurboGrafx-16 
Cart Size: 2 Meg 
Number of Levels: 4 
Theme: Action 
Difficulty: Average 
Number of Players: 1 
Available: November ’89 


WASTE THE ENEMY AS THE CHINA WARRIOR 


China Warrior is the TurboGrafx- 
16’s contribution to the overflowing 
genre of chop-suey kung-fu kick-em- 
ups. This time around, however, the 
game play has an added twist! 

The first thing you’ll notice about 
China Warrior is the very large charac¬ 
ters that take center stage. Both your 
hero, a brave fighting man with a bulg¬ 
ing chest full of muscles, and your op¬ 
ponents, mostly a bunch of cloaked 
evil-doers, trade punches and kicks 


while a variety of obstacles are thrown 
or float onto the screen adding danger 
to your journey. 

While the action unfolds in the fore¬ 
ground, four different background 
scenes scroll by. These change after 
every scene is completed which, in ad¬ 
dition to challenging you with the 
aforementioned bad guys, involve 
hand-to-hand and foot-to-foot combat 
with several different kinds of Boss at¬ 
tackers who each have their own 


TOP SCORE TIPS! 

There is a secret debug mode in 
China Warrior that allows you to 
set the game in different ways! 

To initiate this trick, turn on the 
game system and then turn it off. 
After this, turn the system back on 
and reset the game by pressing 
and holding the Run and Select 
buttons. Let go of the Run button 
(still holding the Select button 
down) and press Up on the pad 
once. Next, let go of the Select 
button and press Up twice more, 
then Right six times, then Down 
twice, and then Left twice. A spe¬ 
cial screen will appear that will let 
you select the level of play on 
which to begin, the number of men 
you begin with, and whether or not 
you want your character and the 
enemies to be invincible or not! 
Now you can blast through the 
game with no trouble at all! 



strengths and weakness¬ 
es. The Bosses serve as 
intermissions during the 
main combat scenes and 
mark the conclusion of 
each round of play. 
Rounding out the game 
play are bonus rounds 
and multiple acts. 

Fight through the multi¬ 
ple levels of attackers, 
obstacles, and Bosses! 


STEVE 

ED 

DAVID 

JIM 

China Warrior is probably one of 


China Warrior is little more than 
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FACT-FILE: 

Manufacturer: NEC 
Machine: TurboGrafx-16 
Cart Size: 2 Meg 
Number of Levels: 6 
Theme: Action/Adventure 
Difficulty: Average 
Number of Players: 1 
Available: Now 


FIGHT DEMONS WITH THE LEGENDARY AXE 


In Legendary Axe you b 


:ends to sacrifice her ti 


you set out to rid the land of this 
menace and rescue your babe! 

Legendary Axe introduces a number 
of options and power-ups that require 
a fair amount of strategy as well as skill 
to master. You’ll discover health 


power-ups, bonus point crystals, 

creases the damaging power of your 
axe! When you’re fully powered-up, 
you can take on just about anything 
with a thunder-and-lightning blow! 

Legendary Axe boasts dual-scrolling 
backgrounds, enormous Boss crea¬ 
tures that fill the screen, and a huge cast 
of crazied cult worshippers, each with 
their own technique for doing you in! 

Stand your ground, mighty warrior, 
poor Flare is depending on you! 


Beautiful scrolling backgrounds serve 
as the settingforthe exciting Legendary 
Axe battles! 



Take on six different Bosses, including 
Jagu, the leader of the cult that has 
taken Flare hostage! 


TOP SCORE TIPS! 

Unless you choose the correct 
paths through the doorways in the 
in level five, you'll be returned to 
the top. To progress through the 
round, travel to the right until you 
reach room "E". Jump down the 
well in "E" that leads to the next 
level of playand exit the door. Con¬ 
tinue to the right until you reach 
room "P". Do NOT exit the door in 
that room - instead jump down the 
well. Keep moving to the right and 
you will reach the Level 5 Boss at 

To get an unlimited number of 
men, proceed to the extreme right 
of the underground in level 3a to 
uncover the free man idol. Kill 
yourself and, when you reappear, 
move to the left and drop down. 
Move to the right again and un¬ 
cover the same free man, plus 
those awarded for your score! 























FACT-FILE: 

Manufacturer: NEC 
Machine: TurboGrafx-16 
Cart Size: 2 Meg 
Number of Levels: 8 
Theme: Driver 
Difficulty: Average 
Number of Players: 1 
Available: Now 


GENTLEMEN, START YOUR ENGINES! 


Ever since the invention of the video While Super Monaco GP (due out for 
game, drivers have always remained a the Genesis) and both Hard Drivin’ 
staple of any true video gamers diet, and Stun Runner (also rumored to be 
From 280 Zap to Super Monaco GP, going to the Genesis) currently burning 
game companies are always looking for up arcades, the TurboGra6t-16 has 
new ways to incorporate the hottest delivered a video racing game that is 
technology with the sure-fire thrill of very different than anything you may 
simulated driving. have played before. Instead of adopt¬ 



ing can burn up your tires or improper 
shifting can grind your gears. When 
these vital parts wear down, your over¬ 
all performance subsides. This is a very 
original touch that has yet to be seen in 
other drivers, which let you power-up 
but never power you down. After every 
leg of the race you can repair your 
broken or worn down items from the 
reserves of repair points remaining. If 
a broken part remains broken, certain 
functions (like shifting into higher 
gears if your gears are damaged) be- 
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Steve Harris 


ARCADE-INSPIRED TITLES FUEL GENESIS 


The Sega Genesis has taken a com¬ 
manding lead in the 16-Bit sweepstakes, 
with close to 500,000 machines and 
around two dozen game titles expected to 
be in the hands of game players by 
Christmas-time. 

The fact that Sega has jumped to num¬ 
ber one is no surprise, especially when 
you consider the very loyal following that 
the company has picked up with their 11- 
Bit Master System. Sega is promising 
even more unbelieveable video game 
thrills, and the carts previewed on these 
pages is an example of the quality that’s 
yet to come. 

Besides these games, Sega and tliird- 
party licensees are set to release an abun¬ 
dance of softs that range from intense 

Discovery International has jumped on 
the Genesis bandwagon by porting their 
addictive computer title, Zoom, over to 
the Sega 16-Bit. Activision is also in on 
the action with several exciting products. 

The majority of the remaining games 
due out for the Genesis will likely be 
high-quality imports from Japan. Some 
of these carts, like Super Hydlide, Air 
Diver, Atomic Robo-Kid and others, 
look very promising. 

Also due out in 1990 are the Tele- 
Genesis modem, and possibly even the 
Art Tablet, Computer, and Disk Drive. 
There are also rumors of a hand-held 
device that will let you play Genesis 
games on the go - and in full color! 
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FACT-FILE: 

Manufacturer: Sega 
Machine: Genesis 
Cart Size: 5 Meg 
Number of Levels: 4 
Theme: Action/Adventure 
Difficulty: Average 
Number of Players: 1 
Available: Now 


PUT ON ARMOR AND FIGHT THE UNDEAD 


In this remarkably faithful translation 
of the high-powered sequel to Ghosts 
and Goblins, you set out on a mythical 
quest to fight the ultimate evil and res¬ 
cue the damsel in distress. 

Ghouls and Ghosts is the flagship of 
the Genesis software library. No other 
home video game has ever had such 
detailed graphic characters, such beau¬ 
tifully drawn scrolling backgrounds, 
and such challenging game play. 

You’re Arthur, a brave knight who 
has once again been called upon to take 
on an undead evil from the underworld. 

and shows you the dangers to come. 
Each one of the game’s five levels of 
play are broken up into three different 
sections that include a first and last half 
and then the Boss attack. It is during 
these encounters with the Boss crea¬ 
tures that the game really comes to life, 
with fabulously animated nasties that 
fill the entire screen! 



Each Boss presents a different chal¬ 
lenge. Find the weapons that work best 
for each of the attackers you face. 


TOP SCORE TIPS! 

Without the magical enhance¬ 
ment that the Princess of Power 
gives you, you are not allowed to 
progress through the doors that 
lead to the final Boss of the game. 

The secret implement can be 
found Just prior to entering Loki’s 
cavern. To get the super weapon 
that’s needed to defeat Loki, you 
must progress through the final 
round, running past the treasure 
chest that appears from the 
ground in the chamber where the 
two gatekeepers appear and blow 
fire. Leave that treasure chest in¬ 
tact, and continue to the right until 
you defeat the trio of mini-minstrel 
winds. Now go back to the chest, 
with the magic armor on, and 
destroy it to unveil the Princess of 
Power who will give you the secret 
weapon. Proceed to Loki's cham¬ 
bers and fight the devil himself! 
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ED 
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Ghouls and Ghosts is a game 

Easily the best cartridge game 
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The best game for the Genesis 

you can’t P a ^HK' s one of the 

EEflESS 




add a grea^SWfect. Other 


mate thlfo^Whe te.Hk 


wind, fire and more! Combined 

bSto ,h wlth°1SKvi al hkuself! 

an°y U machine*^ Pay6 

game X s C ho n ukabeT Whata16 ' B " 

Ghou1f!s e nupedaSrt? Pay 

enthralled and fully satisfied. 
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FACT-FILE: 

Manufacturer: Sega 
Machine: Genesis 
Cart Size: 4 Meg 
Number of Levels: 4 
Theme: Action/Adventure 
Difficulty: Average 
Number of Players: 1 
Available: Now 


FIGHT YOUR WAY TO THE LAST BATTLE 





























FACT-FILE: 

Manufacturer: Sega 
Machine: Genesis 
Cart Size: 4 Meg 
Number of Levels: 9 
Theme: Shooter 
Difficulty: Average\Hard 
Number of Players: 1 
Available: Now 


BLAST THROUGH THE ALIEN FORTRESS 



Thegoalin the overhead screens is to The war really heats up when the scene 
eliminate the alien bases that are scat- shifts to the side-scrolling scenes. Al¬ 
tered across the landscapel tack the Boss and battle on! 


TOP SCORE TIPS! 

As documented in the instruction 
manual, there is a configuration 
mode in Thunder Force II that al¬ 
lows you to select your starting 
level (1 -5), difficulty (Training, Nor¬ 
mal, Hard), and reserve men (up to 
five). This is done by holding 
down the 'A' button and pressing 
’Start'. 

To reach level 9 (the final round in 
the game) you must complete ALL 
of the eight previous levels. Once 
the final Boss is defeated, how¬ 
ever, you can select any round by 
pressing the 'A' button and then 
’Start’ during the title screen. 

For a quick 500,000 point super 
bonus, don’t shoot ANY enemies 
during the side-scrolling scenes 
and then attack the Boss repeat¬ 
edly! You'll get a cool half-million 


























FACT-FILE: 

Manufacturer: Sega 
Machine: Genesis 
Cart Size: 4 Meg 
Number of Levels: 4 
Theme: Flying/Shooter 
Difficulty: Average 
Number of Players: 1 
Available: Now 


TAKE CONTROL OF THE THUNDER BLADE 
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FACT-FILE: 

Manufacturer: Sega 
Machine: Genesis 
Cart Size: 4 Meg 
Number of Levels: N/A 
Theme: Sports 
Difficulty: Average 
Number of Players: 1 or 2 
Available: Now 


BATTER UP WITH TOMMY LASORDA 
























DO YOU PLAY VIDEO GAMES?? 



THEN YOU MUST SUBSCRIBE TO . . . 


GAMING MONTHLY is 
loaded with behind- 
the-scenes info, 
previews of un¬ 
released games, and 
cart reviews that you 
can trust! 

Also get exclusive 
U.S. National Video 
Game Team endorse- 


* FULL COLOR! 

* TIP BOOKLETS! 

* PREVIEWS! 

* HIGH SCORES! 

* CODE CARDS! 

* CONTESTS! 


ELECTRONIC 

GAMING 

MONTHLY 
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* if" - 



f* 

gp * . 






ments, contests, high 
scores, secret code 
trading cards, and tip 
booklets that have all 


* PLUS MUCH, 
MUCH MORE! 


the tricks and 
strategies you need to 
amaze your friends 
and play like a pro on 
all the newest games! 

You get all this and 
more in each full color 
issue of ELECTRONIC 


I WANT TO PLAY LIKE A PRO! 

□ VCOf I want to subscribe to ELECTRONIC 
1 co * GAMING MONTHLY for the low price of 
$19.95 for a full year (that’s 12 incredible 
issues for 50% off the cover price). 



ADDRESS 


BIRTHDATE 


To order, send the above form, with a check or money order for $19.95 to: 

SENDAI PUBLICATIONS, INC. 

1920 Highland Ave 
Suite 300 - Dept. A 
Lombard, IL 60148 














GAMEBOY 

CLUB 


David White 


PUZZLERS AND ARCADES ON GAMEBOY 


With the Atari Lynx delayed for a few 
months, die-hard gamers will have to be 
content with the technologically inferior 
GameBoy from Nintendo. Just because 
the unit uses black-and-white graphics, 
however, doesn’t mean that it can’t pro¬ 
ject great games. 

The course that most GameBoy pub¬ 
lishers appear to be taking in their games 
is either to tie-in with a well-known name 
or established arcade titles, or highlight 
two-player head-to-head competition. 

Upcoming titles that will soon be an¬ 
nounced on the GameBoy include a 
slew of arcade titles that range from 
Double Dragon and Lock-n-Chase to 
smaller versions of consumer hits such 
as Castlevania and Gradius. Computer 
spin-offs like Karateka and Hyper Lode 
Runner as well as Role-Playing games 
appear to also be makinga thrust into the 
GameBoy market. 

Other plans for the GameBoy include 
a possible attachment that will allow you 
to plug your portable unit into a tele¬ 
vision and play your small screen games 
in a very big way! We’ve seen these adap¬ 
ters and played some of the best new 
GameBoy games on nineteen inch mon¬ 
itors. The games may not be in color or 
filled with state-of-the-art punch, but 
many ARE fun, challenging and addict¬ 
ing - which is the bottom line when it 
comes to great gaming. 
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LOCK-N-CHASE 

This one makes a lot of sense on the GameBoy, 
despite the lack of popularity that surrounded it when 
it was released as well as its age. It’s executed very well, 

mazes. When you get right down to it though, Lock- 
N-Chase is little more than a Pac Man varient that may 


One of Konami’s hottest Nintendo Entertainment 
System games is reprogrammed on the GameBoy and 
it is hot! Only Super Mario Land comes as close to this 
game at reproducing arcade-style action on the Game¬ 
Boy. You must guide Simon Belmont across both ver- 
ticle and horizontally-scrolling playfields brimming 
with bad guys, Bosses, and much, much, more! A very 
good game that shows just how good GameBoy games 
can be! 


GRADIUS 


M0T0CR0SS MANIACS 

Another high-action scrolling cart from Konami. This 
is their first original effort on the system that can’t fall 
on proven game play or a popular name. In spite of 
this, however, Motocross Maniacs does deliver some 
thrills in a game that sets out to duplicate Nintendo’s 
Excitebike in many ways. Stunt tracks and a variety of 
moves can also be performed. 


CASTLEVANIA - The Adventure 
































TETRIS 


FACT-FILE: 

Manufacturer: Nintendo 
Machine: GameBoy 
Cart Size: 256K 
Number of Levels: N/A 
Theme: Puzzle/Strategy 
Difficulty: Average 
Number of Players: 1 or 2 
Available: With GameBoy 


FROM RUSSIA WITH LOVE... 


Tetris is the only game of 1989 that 
could be called revolutionary. Adap¬ 
ted from an original computer program 
developed by a Russian engineer, Tet- 

deningly addictive. Despite all of the 
legal problems that have plagued the 
game in its NES form, its structure and 
execution make it perfect for the 
GameBoy system. 

The basic theme of the game is to 
rotate five different shapes, each made 
up of four small blocks, in a way that 
locks the pieces together with no gaps 
in between. When a complete horizon¬ 
tal line is created, that line is eliminated 
and all blocks on top of it fall down one 
level. The goal is simple: keep the 
blocks from reaching the top of the 
screen where "Game Over" awaits. 

Tetris combines strategy (you must 
eliminate four lines at once to score a 
big point Tetris) and has an absorbing 
two-player mode that lets two players 
go head-to-head with the Video Link. 



TOP SCORE TIPS/ 

There is a secret “city scene" filled 
with Russian dancers and music¬ 
ians if you finish the TYPE B game 

If you begin the TYPE B game on 
Level Start 9 and Handicap 5, and 
complete 25 lines, you will not only 
get a chorus of jumping Russians, 
but will also be treated to the “end” 
of the game: a Space Shuttle rising 
into the air and off of a launch pad 
with three firey boosters. This is 
extremely difficult, however, since 
the number 5 handicap starts you 
with blocks filling the entire lower 
half of the screen! 

There are two other rockets, 
small and large, that appear at the 
end of TYPE A games. The small 
rockets appear if 100,000 points 
are scored, and a bigger rocket is 
shot off if you score in excess of 
200,000 points. 






























SUPER MARIO 
LAND 


FACT-FILE: 

Manufacturer: Nintendo 
Machine: GameBoy 
Cart Size: 256K 
Number of Levels: 12 
Theme: Action 
Difficulty: Average 
Number of Players: 1 
Available: Now 


A WHOLE NEW LAND OF ADVENTURE... 


Super Mario Bros, is easily the most 
popular game in all of Nintendoland, so 
it didn’t come as much of a surprise that 
one of the first games for the GameBoy 
system would star the tiny Italian with 
a heart of gold. The way the game 
plays, however, has proven to be a 
surprise to everyone. 


Instead of adopting a strange new 
play theme like in Super Mario Bros. 2, 
Nintendo has wisely opted to bring 
Mario back to his roots for his first 
GameBoy adventure. Super Mario 
Land is not so much of deviation from 
the original as it is an extension of the 
original’s basic plot and play theme. 

All of the features 
:::::::: from the original Su¬ 
per Mario are intact, 
with a few fnodifica- 




tubes which Mario can drop down into. 
Mario starts out short, becomes 
"Super" once a mushroom is collected, 
and becomes armed with fireballs when 
a flower is found. 

Other new enhancements on the Sup¬ 
er Mario theme include lUp Hearts (as 
opposed to the different colored mush¬ 
rooms), Flower Power that can actual¬ 
ly retrieve coins as well as eliminate the 
enemy characters, and a bonus round 
after every stage is completed. It is in 
these bonus chambers that up to three 
free men and Flower Power are award- 
Though flower power is a cool fea- 























ATARI 

ADVENTURE 


Steve Harris 

NEW 7800 GAMES AND LYNX OFFER HOPE 

1989proved to be an exciting year for 
Atari. While neither their lawsuits 
against Nintendo, nor the games they 
released put much of a dent into Nin¬ 
tendo's armor, the formation of a devel¬ 
opment facility to run autonomously 
from their Sunnyvale headquarters, as 
well as the purchase of a high-tech hand¬ 
held have managed to leave hopes very 
highfor 1990. 

While the 2600 comes down in price 
even more, it continues to be the out¬ 
dated lunchbox system that plays noth¬ 
ing but inferior games. . Why the unit is 
around is a mystery - but why good 
development dollars are going into softs 
to support it boggles the mind. 

TheXE System remains in an identity 
crisis (Is it a game system? Is it a com¬ 
puter? Is it a game system ? Is it a com¬ 
puter?...), butXenophobe is a good title 
that should satisfy any owners. 

The ST, which some still believe will 
eventually become the backbone for 
some type of Atari 16-Bit, has some truly 
amazing titles coming out. One of them, 

Alien Brigade, is so overpowering it’s 
hard to believe that it came from Atari. 

Picture Operation Wolf meets Aliens 
and you'll get the idea behind this very 
gross (the title screen is spelled out in 
dripping blood by an alien’s finger!) but 
absolutely solid game. 

1989may not have put Atari in the lead, 
but it did return them to the mapt 



From the newly-opened develop- 
aent facility in Chicago, Atari has set 
mt to capture not only arcade licen- 


bogged down in the same tired game 
play of the past. 

Besides turning out excellent ver¬ 
sions of Xenophobe and Mat Mania, 

NEW 7800 TITLES 
ANNOUNCED FOR 1990 

While competition with Nintendo shooters (Planet Smashers), first- 
still remains difficult for Atari’s pre- person blast-em-ups (Alien Bri- 
miere game system, the 7800, several gade), side-scrolling shooters (Sen- 
moves by Atari have brought the unit tinel), and arcade-style sports games 
closer to the competition. (Ninja Golf and Blood Basketball). 


LYNX STUMBLES IN '89 

After much excitement surrounded Atari and promises to continue de- 
the Atari color hand-held during the velopment work on the Lynx. Soft- 
CES, several problems have snagged ware deliveries (which included the 
the planned release of the unit until first six Lynx games) didn’t come on 
sometime in 1990. time and a breakdown within Epyx 

Besides not being able to get enough threatened to destroy the Lynx en- 
of the color displays to meet demand, tirely! Fortunately, things appear to 
the company that designed the Lynx be back on schedule, with new game 
and sold it to Atari, Epyx, appears to work assigned to the Atari devclop- 
have gone out of business, despite the ment facility in Chicago, as well as 
multi-million dollar advances from licensees in the U.S. and Europe. 
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First came the Atari 2600, Mattel Intellivision, and Colecovision. Now we have the Nintendo Entertainment System, Sega 
Master System, and Atari 7800. What we’ve come to expect from home video gammg, however, is about to change forever 
when mega-powers, Nintendo and Sega, as well as some new names, load their guns to deliver the ultimate 16-Bit and 
Portable game systems. Now, EGM brings you the complete story . . . 
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16- BIT 
SYSTEM 
PREVIEW 



Sega’s 

GENESIS 


Sega’s Mega Drive, the 
first true 16-Bit game 
system to be released in 
Japan, has now become 
the first high-powered 
machine to premiere in 
the U.S. as well. With a 
library of strong titles 
that include Thunder 
Force II, Ghouls and 
Ghosts, and Phantasy 
Star 2, Sega is on the 
way to 16-Bit victory. 
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16- BIT 
SYSTEM 
PREVIEW 



NEC’S 

TurboGrrfx© 


The American version of 
the Japanese P.C. En¬ 
gine, NEC’s Turbografx 
16, has all of the good 
looks of the rival 16-Bits 
and great game play as 
well! Combined with a 
library of potential 
games larger than any 
other next generation 
system, TurboGrafx-16 
is ready to deliver... 
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cade properties like R-Type, Dragon- 
Spirit, Galaga ’88, Twin Cobra, The Nin- 

standing original efforts like Honey in the 
Sky, Victory Run, Son Son 2, and Deep 
Blue. Turbografx will also have a multi¬ 
tude of sports games like Power League 
baseball and Winning Shot golf that also 
share the same high level of playability 
and spectacular graphics and sounds. 

Besides a great game titled Keith Cou¬ 
rage in Alpha Zones (see game preview 
for more info), the Turbografx 16 will also 
come packed with one Turbopad control¬ 
ler that is very similar to the Nintendo flat 
pad that comes with the NES. The Tur¬ 
bopads, however, come equipped with 
rapid-fire capabilities built right in! If 
you want the feel of a joystick, both NEC 
and third-party licensees like Beeshu will 
have replacement controllers that are 

Expandability will also be another of the 
Turbografic strong points, with a CD- 
ROM player due to be released very 
closely after the initial appearance of the 
main system. Besides playing games on 
Compact Discs (which are equal to over 
2,000 of the regular cards), the unit can 

screen control panel that lets you pro¬ 
gram your own music! The CD-ROM 
player, as well as other attachements like 
an AV Booster for stereo sound and a 
multi-player interface that offers play for 
up to five people at the same time, plug 
into the back of the unit where an expan¬ 
sion port is located. 

Since many of Turbografx 16’s initial 
games are not highly recognizeable ar¬ 
cade names, the system will have to sell it¬ 
self more on great games than on great tit¬ 
les. With a diverse selection of truly mag¬ 
nificent games already programed for the 
P.C. Engine, the Turbografx unit appears 
to be in a better position that the competi¬ 
tion to offer a wider variety of games. 

NEC’s plan of attack is simple: offer a 
multitude of outstanding games on one of 
the most advanced gaming systems ever 
released. While they don’t have a 
ThunderBlade or Space Harrier in then- 
bag, they do have a good selection of 
games and some of the best playing games 
of all the next generation systems 
previewed. 



INITIAL TURBOGRAFX 16 GAMES INCLUDE... 


KEITH COURAGE IN ALPHA ZONE 
(comes with Turbografic 16 system) - 
Guide Keith Courage in a battle against 
underworld creatures! Multi-levels, pow¬ 
er-ups, nasty Bosses, and more! 


VIGILANTE - The arcade mega-hit 
comes to the Turbograficl6! This version 
surpasses any other (including Sega’s), 
and comes with lots of street fighting ac¬ 
tion. Incredible graphics and game play! 

THE TURBO-CHIP 
CARD 

The Turbografx 16 uses powerful cards, 
similar in appearance to those used in 
the Sega Master System, to store game 
info. The Turbochip cards hold up to 6 
meg of program power! These tough 

card and come in a nifty CD case for easy 
storage! 
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16-BIT 
SYSTEM 
PREVIEW 



The first 16-Bit game 
system developed 
outside of Japan, 
the Konix Multi- 
System captures true 
16-Bit gaming in a 
package that is un¬ 
conventional yet 
powerful. Get the 
full story on this 
exciting machine 
and its future here in 
the U.S. 
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MUTANT CAMELS ’89 - This bizarre 
shooter from Llamasoft features side¬ 
scrolling graphics and killer humps from 
programmer Jeff Minter. 

Games 


Although many companies have sign¬ 
ed on to be part of the Konix game plan, 
most openly admit that they will have 
trouble getting any Multisystem pro¬ 
duct out the door by the end of the year. 

of some of these titles which range from 
a quasi-3-D shooter called Defender of 
the Ground to Konix Chess. 

BIKERS - (comes with the Konix 
Multi-System) An attempt at an arcade 
motorcycle game from award-winning 


specifically for the Konix, Bikers fea- 
REVENGE OF STARGLIDER - A 
that works with the Power Chair. Also 


from Argonaut. 


LAST NINJA 2 - The computer mega¬ 
hit looks super on the Multi-System. 
Last Ninja employs angled graphics and 
a quest that requires strategy and skill. 

ROTOX - This is a 3-D space game 
featuring floating platforms that have 
been overrun by aliens. A high-tech 
shooter from Binary Design. 
TUNNELS OF DOOM - A futuristic 
race game thatlets you link two Multi- 
Systems for head-to-head competition! 

Other titles to be released by indepen¬ 
dent Konix developers include Multi- 
System versions of Star Ray from Lo- 
gotron and Sailing Simulator from 
Empire, and Ocean’s Run of the 
Gauntlet. Other upcoming disks in¬ 
clude Microids Super Ski Simulator, 
the ancient coin-op Mr. Do’s! Wild 
Ride from Electrocoin, and a follow-up 
from Titus called Crazy Cars 2. Ham- 
merfist from Vivid Image Vendetta 

graphics/sound package are also re¬ 
portedly under development. 


BIKER - This comes packed with the 
Multi-System. It’s your typical road rac¬ 
er .; with some interesting stunt mane¬ 
uvers thrown in for good measure. 



RUN OF THE GAUNTLET - In this 
Ocean contest, you must fight your way 
through bizarre lands. 
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THE NEXT GENERATION OF HAND-HELD GAMING. 


THE ATARI 


LYNX 












LYNX GAMES 
































A DIRECTORY OF PHONE COUNSELNG 
HOT LINES 

Whar« to jo for the snrwerr 

to all your ganing questions... 

ACCLAIM 
ENTERTAINMENT 
(516) 624-9300 

KONAMI 
(312) 350-1268 

ACTIVISION 
(415) 329-7699 

LJN 

(800) 233-8255 

AMERICAN SAMMY 
(213) 320-7167 

MILTON BRADLEY 
(413) 525-6411 

BANDAI AMERICA 
(800) 231-3219 

MINDSCAPE 
(312) 480-8715 

BRODERBUND 
SOFTWARE 
(415) 492-3500 

SNKCORP. 

(800) PLAY-SNK 

CAPCOMUSA 
(800) 843-4632 

SUNSOFT 
(312) 350-8800 

DATA EAST 
(408) 286-7074 

TAITO SOFTWARE 
(604) 984-3040 

FCI 

(312) 968-0425 

TAXAN USA 
(408) 946-9500 

GAME TEK 
(305) 935-3995 

TECMO 
(213) 329-5880 

HAL AMERICA 
(503) 644-4117 

TRADEWEST 
(214) 874-2683 

HUDSON SOFT 
(415) 495-HINT 

ULTRA GAMES 
(312) 350-1268 

JALECO 
(312) 647-7077 

VIC TOKAI 
(213) 320-1199 

KOEI CORP. 

(415) 348-0500 

NINTENDO OF AMERICA 

(206) 885-7529 














Surrounded ... Captured ... Imprisoned in an enemy war camp! You’ll have to 
fight your way to freedom with your bare fists. But if you can break into the am¬ 
munition depot, you’ll find grenades, knives, and M-16’s to tilt the odds in your 
favor. This is the prison camp they called “escape-proof.” But they’ve never had 
to reckon with this P.O.W.! 

fflSNK 

SNK Corporation of America, 246 Sobrante Way, Sunnyvale, California 94086. 
Call (800) PLAY SNK. 


ESCAPE 

FROM THE PRISON CAMP 
OF ORDINARY GAMES! 






















DON'T 

TOUCH 


INTRODUCING U-FORCE,™ THE REVOLUTIONARY CONTROLLER FOR YOUR 
NINTENDO ENTERTAINMENT SYSTEM? SO HOT, NO ONE CAN TOUCH IT. 


Now you can feel the power without touching a 
thing. It’s U-FORCE from Broderbuncf—the 
first and only video game controller that, 
without touching anything, electronically senses 

your every move. And reacts. _ 

There’s nothing to hold, nothing 
jump on, nothing to wear. 

U-FORCE creates a power field 


that responds to your every command—making 
you the controller. It’s the most amazing 
accessory in video game history—and it will 
change the way you play video games forever. It’s 
the challenge of the future. 
U-FORCE. Now nothing comes 
between you and 
the game. DfOOefOUnd 







RET OA\AG 

Our goal is to preserve classic video game magazines 
from years gone by, before they are lost forever. 

thanks goes out to everyone who makes this possible. 
Starting with the original writers and editors, 
to all the people involved in acquiring and 
digitizing these magazines. 

People interested in helping us out, 
in whichever way possible. 

Either by donating magazines, scanning, 
editing or helping in the distribution, 
visit us as www.retromags.com 

We are only interested in preserving magazines 
which are published prior to the year 2000. 

We have no desire, nor intent to profit 
from these scans in any way. 

So please, 

if you come across people trying 
to sell these releases, 

PO NOT SUPPORT THEM! 


THANK YOUI 







